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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 

5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT 
THE ESRB RATING, OR TO COMMENT ABOUT THE 
APPROPRIATENESS OF THE RATING, PLEASE CONTACT 
THE ESRB AT 1-800-771-3772, OR VISIT 
WWW.ESRB.ORG. 
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Seal of Quality 


THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY. 
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Introduction 2 


Emperor Bog has fee impatient with the delays in invading Earth, 
so at the suggestion of Doctor Damage, he plans to use an army of 
robots to hurry things along. The Butt-Ugly Martians™ realize that 

to save Earth from certain doom they must travel to distant worlds, 
battle the mechanical minions, and seek out each of the alien leaders 
for a showdown! \* 


Because of the supreme importance of their 
mission, the Butt-Uglies transform themselves 
at the outset into Butt Kicking Mode to equip 
themselves for the challenge ahead. 


Little do they know, however, that intrepid 
alien-hunter Stoat Muldoon is hot on their 
trail, relentlessly pursuing them in his ongoing 
mission to rid the universe of “alien scum.” 


. 


CL | 
. Getting Started 
1. Make sure that the POWER switch on your ip Game Boy® = 


. Turn the POWER switch to the ON 


. When the Butt-Ugly Martians™ title 


Advance is in the OFF position. Never insert or remove a Game Pak 


while the POWER switch is in the ON position. 


. Insert the B.K.M. Battles Game Pak into the slot at the back of the Game Boy® 
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Advance system. Make sure the Game Pak is securely in place by pressing it 
firmly into the slot. © 
position. You should see the Nintendo | | 
logo appear. (If you don’t, begin again | 
at step 1.) | | 
screen appears, press START; this will : ous Ti 

take you to the Main Menu. r PR ESS! TART) 
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Basic Controls 


R Button 


L Button : 
Use the MEC (when acquired) View the level map P 


A Button 

Control Pad Fire your blaster 
Move around in the 
game or highlight an 


a 


option 
> 
START = | 
Access the _* B Button | 
Pause Menu while SELECT — witch direction: 
playing a game Switch between or move back to the 
available characters __ Previous screen 
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a High Scores 


_ Main Menu Options 


New Game 
Choose this option to start a new game from the beginning. 


Resume Game 
Choose this option to resume a game you’ve 
played previously. You must enter a password 
given at the end of the level you most recently 
completed in order to use this option. 

RESUME GAME 
Options | ‘YC options 
Choose this option to alter settings that i abet te 
_ affect your game. 


Choose this option to see the highest scores earned since your 
Game Boy® Advance a turned on. 


Setting Difficulty 


When you start a new game, 

you'll be given the chance to set 
the difficulty. You can choose from 
three settings—Easy, Medium, 
and Hard. 


e Easy: This setting is for the less 
experienced player. There are fewer 
baddies, and they fire fewer projectiles. Additionally, it will take fewer 
hits to destroy all enemies. 


¢ Medium: This is a good setting if you don’t want your game to be 
too hard or too easy. Baddies will be more numerous and will be more 
aggressive than on the Easy setting. 


* Hard: This setting will prove challenging for the seasoned player. Baddies 
will be yet more accurate and more numerous. They will be even morg 
aggressive and their projectiles will be bi id hard to x a 
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Password Screen 


* 


When you complete a level, you will be rewarded with a password. It’s a ? 
good idea to write it down! If you enter your password the next time you 
play, you can continue where you left off. 


If you have earned a password and would like to 
enter it, choose the Resume Game option on the 
Main Menu screen and press the A Button. 


_ Use the Control Pad to move around the grid 
to the various letters and numbers. Press the 
A Button to make a selection. If you want to 
erase the last chosen character, select the left 
arrow symbol. If you’d like to erase your entire 
collection of characters, select the red X symbol. 
When you’ve entered your password, select 
the checkmark symbol. 


was entered correctly, you will continue from that level. If you get 
sword has not been entered correctly! Make sure 
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Game Screen 


Score Restoration 
This shows your score. This shows how many Restoration pickups you've 
found for fully restoring your powersuit’s energy. 


Keys Character 
This shows The active character is outlined 
which of the in green. ‘Drained, unplayable 
necessary keys characters are shown in a solid 
in the level green color. 
you've found. 
Power 


This gauge shows how much 
energy is stored upin your | 
powersuit. When the bar is 

empty, your suit is drained and 

your character becomes 
unplayable. 


Firepower 
This gauge reflects 
your firepower level, 

maximum 6. 


Armor MEC 
This gauge reflects your If this crystal is found, it can be 
armor level, maximum 6. used against Stoat Muldoon. 


The Goal 


Your mission as one of the Butt-Ugly 
Martians is to reach the end of each 

level and challenge the commanders who 
are working to carry out Bog’s invasion plan. 
To do that, you’ll need to find the colored keys 
that unlock the matching-colored force fields 
and grant access to areas throughout each 
level. Avoid taking fire from all enemies and 
installations within the levels, or return fire at them. Once all the keys in a level 
have been found, work your way to the teleporter to progress to the boss battles. 


| ‘Keep your eyes open! Stoat Muldoon, alien hunter, will be on your trail, appearing 
occasionally in his never-ending quest to capture you. In each level, you’ll need to 
find the Memory Erase Crystal (MEC)—a purplish pyramid pickup—to mindwipe 
Stoat and put him to sleep. 


Switching Characters 


10 As you play through the levels, 


you’ll be able to switch between 

active characters. This can be 
useful if your current character has almost 
drained his powersuit or you want a certain 
character to obtain a specific pickup. 


Another advantage of switching characters 
is that each character has a strength not 
possessed by the other two: 


* Do-Wah (in red) has the most powerful blasting pity and can do 1% 
most damage. . ) 


¢ 2T (in blue) has the strongest armor and can take the Host damage. die: 
¢ B-Bop (in yellow) is the fastest and best able to dodge ¢ emy fire. 


Any Restoration pickups you’ve found will also see ret ? 
You can use them to restore any inactive 
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Pickups 


Throughout the levels, you’ll encounter a number of Pigkups that Wu 
will help you in your mission. 


& Increases your © _ Increases the number and speed 

I, firepower of your defense orbs 

€& Restores energy to — Restores less energy to your 
your powersuit 2] powersuit 


Provides a temporary state of 


' + Provides a temporary shield 
a invisibility 


against damage 


F; Provides a complete refill to 
Mi, a drained powersuit 


Provides ability to “mindwipe” 
Stoat Muldoon 


seven of these are collected 


K Upgrades your firepower when 
¢ Increases your score 


| x Upgrades your defense when 
| | of these — collected 
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Worlds 


Your mission will take you to seven different worlds, 
each with four sublevels. 
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Asteroid Base _ Mechtropolis Aquatica 


Navigate through the Danger lurks everywhere in The cool blue water 
rocky maze—watch out this steely industrial complex. world has some nasty 
for ambushes. surprises in store! 


QU er aerh 


. 
5. 
oF apes 


Silicon City 


Bog’s minions have a warm Scores of hi-tech minions 
reception waiting for you ... await you here. 
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Arborea Koo Foo Ship 


Don’t let the lush surroundings fool The mysterious Koo Foo ship—the 
you—it’s a jungle out there! showdown takes place here. 


Baddies 


14 Assorted Mechanical Minions 


As a Butt-Ugly Martian™, your main opposition is a variety of robots 


found on the various levels. 
ge 
ve PA 
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Installations 


Additionally, throughout each level there are installations on the ground and on the 
ceiling that fire projectiles at the players. 
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HUMANGA — Asteroid Base 

He hovers in midair, firing multiple projectiles and 
intermittently charging you. With each encounter he gets more 
aggressive, charging more often and firing more missiles. 


j 
| : 
KLAKTOR — Magma 
i He has laser weapons in his eyes and is ground-based. 
‘ _ His movement is limited to forwards and backwards, and 
. includes a charge. 


JAX — Aquatica . . 
For every level in which he appears, he has a new nose-mounted 
weapon that increases in size with each encounter. He moves up 
and down ? ps da to keep a distance from the player. 
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PENKHAN — Arborea 
Penkhan’s ship, the Scorpedian, moves forwards 

16 and backwards shooting from its claws and tail. 
Firepower, including both dumb and homing 
projectiles, increases with each level. 


DESTRUCTOR — Silicon City 
Similar to Scorpedian, Destructor has to stop moving to fire, 
but you can’t disable his weapons. > 


INFI-KNIGHT — Mechtropolis 

He attacks with four weapons and his only weakness is his habit 
of spinning around when hit. His upper right arm can fire at five 
different engies and his other weapons are homing. 


The Karch Twins — Koo Foo | ae 

The Karsch twins use their “nose plasma” weapon in levels 1 and 2 
and their handguns in levels 3 and 4.They appear together and circle 
each other, as well as charging and shooting at you. l | 


Pause Screen 


. 
At any point during play, you can pause the game by 
pressing START. Pausing the game will bring up the Pause 
Screen, which provides a number of options. 


¢ Options: Alter settings that affect your game. 


¢ Select Player: View the strengths of the different 
characters in case you want to play as one. 


' \ 
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* SELECT PLAYER 
~ HEEP 


¢ Help: Receive brief instructions on playing , 
the game. 


h 4 , Y>SCONTINUE < 
¢ Continue: Continue from the point at which you »RUIT GAME 


paused the game. 


* PASSWORD 
MBHNB R3XH BRPZAX 


the Main Menu. & 
¢ Your most recently earned password can also be seen on this screen. 


| 
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¢ Quit Game: Quit the current game and return to 
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Secret Areas 


eo 


Many of the levels you explore 
have secret areas that are invisible. 
You can access them by shooting at 


terrain that conceals a secret area. * oe 


e 


When terrain that hides a secret passageway 
is hit repeatedly, it will give way, exposing 

a supply of several pickups—weapon, armor, 
and energy upgrades. 
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Nintendo GameCube” Link 


Five of the levels hide special gems which can be collected for use 4 9 
when connected to the Butt-Ugly Martians™: Zoom or Doom! game on 

the Nintendo GameCube™. You will need a Nintendo GameCube™ and 

a Nintendo GameCube™-Game Boy® Advance cable to play. Once you collect at 
least one of the gems, you get a new option in the in-game Pause Menu to link to 
the Nintendo GameCube™. 


To activate the transfer: 


¢ Connect the Game Boy® Advance to a ) ; ? err One a 
spare Nintendo GameCube™ Controller | GAMECUBE "= LINK 
port (either port 2, 3 or 4) using the wi ELP e 
Nintendo GameCube™-Game Boy® Ve Ee, 7 
Advance cable. QUIT GAME 

¢ Turn on the Nintendo GameCube™ and | | MEHNE —RaXHBEZAX 


progress to its Main Menu. 


* Go to the Pause Menu in the Game Boy® 
Advance game. (To restore a previous game, you must find a gem first.) 


e Select the Nintendo GameCube™ i link from the Game Boy® Advance Pause 


, ; fi 
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— 
Menu. The transfer will be automatic. You will be informed of the 
progress of the transfer on the Game Boy® Advance screen. When the 


| 20 id transfer is complete, the Nintendo GameCube™ game will tell you what 
has been unlocked. If there is a problem with the transfer, the message 
“Connection Failed” will be displayed on the Game Boy® Advance. If 
this happens, check the connections of the Nintendo GameCube™-Game Boy® |. 
Advance cable and that Butt-Ugly Martians™: Zoom or Doom! is loaded in your 
Nintendo GameCube™ and the Main Menu screen is displayed. 
a. 
The gems and what they unlock: ; 


————————eE 


Unlocks Jax in the Nintendo GameCube™ game 


Unlocks Gorgon in the Nintendo GameCube™ game 


Unlocks two of the Stage 3 tracks in the Nintendo GameCube™ game 


Unlocks a Mega Pickup enhancing character abilities in the 
Nintendo GameCube™ game : Besa 
> | . 


y Unlocks two of the Stage 2 tracks in the Nintendo GameCube™ game | 
SN 


Customer Support 


Have any questions? Want to talk to us? Contact us by Internet, 2] 
i phone, fax or mail: 


Customer Service 
Phone: (310) 649-8001 © Fax: (310) 258-0744 


Technical Support 
(310) 649-8010 ¢ Monday-Friday, 8am to 5pm, Pacific Time 
A Automated Support available 24 hours a day, 7 days a week 
i Fax ¢ (310) 258-0755 


| Internet ¢ http://support.vugames.com 
Mail ¢ Vivendi Universal Games 


4247 South Minnewawa Avenue 
Fresno, CA 93725 
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Limited Warranty 


END USER LICENSE AGREEMENT HY 

This software program, any printed materials, any online or electronic documentation, and any and e5 

all copies of such software program and materials (the “Program”) are-the copyrighted work of 

i Vivendi Universal Games, Inc., and licensors (“VUG"). All use of the Program is governed by the terms of the End 

} User License Agreement, which is provided below (“License”). The Program is solely for use by end users accord- 
ing to the terms of the License Agreement. Any use, reproduction or redistribution of the Program not in accor- 

{ dance with the terms of the License Agreement is expressly prohibited. 
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Limited Use License. VUG hereby grants, and by installing the Program you thereby accept, a limited, nonex- 
clusive license and right to use one (1) copy of the Program for your use on a Nintendo Game Boy® Advance 
game system (“Console”). The Program is “in use” when it is loaded into the temporary memory (i.e., RAM or 
Cache) of the Console. 


Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and all 
copies thereof are owned by VUG or its licensors. The Program is protected by the copyright laws of the United 
States, international copyright treaties and conventions and other laws. All rights are reserved.'The Program 
may contain certain licensed materials, and VUG’s licensors may act to protect their rights in the event of any 
violation of this Agreement. 


. Responsibilities of End User. Subject to the Limited Use License as set forth above, you may not, in whole or 


in part, copy, photocopy, reproduce, translate, reverse engineer, derive source code from, modify, disassemble, 
decompile, or create derivative works based on the Program, or remove any proprietary notices or labels on the 
Program without the prior consent, in writing, of VUG. You are entitled to use the Program for your own use, but 
you are not entitled to: sell, transfer copies of the Program, rent, lease or license the Program to others without 
the prior written consent of VUG; or exploit the Program or any of its parts for any commercial purpose. 


a 


4. Program Transfer. You may permanently transfer all of your rights under this License, provided the 
recipient agrees to the terms of this License. 


5. Termination. This License is effective until terminated. You may terminate the License at any time 
by destroying the Program. VUG may, at its discretion, terminate this License in the event that you 
fail to comply with the terms and conditions contained herein. In such event, you must immediately 
destroy the Program. 


6. Limited Warranty. VUG EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE PROGRAM AND MANUAL(S). 


THE PROGRAM AND MANUAL(S) ARE PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER 
EXPRESS OR IMPLIED, INCLUDING, WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MER- 
CHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, OR NONINFRINGEMENT. ANY WARRANTY 
AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMMER- 
CIAL CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED. The 
entire risk arising out of use or performance of the Program remains with You, however VUG warrants the 
media on which the Program is furnished, to be free from defects in materials and workmanship, under nor- 
mal use, for a period of ninety (90) days from the date of delivery. VUG’s sole liability in the event of a defec- 
tive Game Pak shall be to give you a replacement Game Pak, or, at VUG’s sole option, refund the amount you 
paid for the Program. Some states do not allow the exclusion or limitation of incidental or consequential dam- 
ages, or allow limitations on how long an implied warranty lasts, so the above limitations may not apply. 


. Limitation of Liability. NEITHER KNOWLEDGE ADVENTURE, ITS PARENT, SUBSIDIARIES, AFFILIATES OR 
LICENSORS SHALL BE LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FROM 
THE USE OF THE PROGRAM INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOP- 
PAGE, COMPUTER FAILURE OR MALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES 
OR LOSSES. Some states do not allow the exclusion or limitation of incidental or consequential damages, or 
allow limitations on how long an implied warranty lasts, so the above limitations may not apply to you. 


Co » 


8. Equitable Remedies. You hereby agree that VUG would be irreparably damaged if the terms of this License 
were not specifically enforced, and therefore you agree that VUG shall be entitled, without bond, other secu- 
rity, or proof of damages, to appropriate equitable remedies with respect to breaches of this License, in addi- 
tion to such other remedies as VUG may otherwise have available to it under applicable laws. In the event any 
litigation is brought by either party in connection with this License Agreement, the prevailing party in such lit- 
igation shall be entitled to recover from the other party all the costs, attorneys’ fees and other expenses 
incurred by such prevailing party in the litigation. 


. Miscellaneous. This License shall be deemed to have been made and executed in the State of California, and 
any dispute arising hereunder shall be resolved in accordance with the law of the State of California. This 
License may be amended only by an instrument in writing executed by both parties. This License constitutes 
and contains the entire agreement between the parties with respect to the subject matter hereof and super- 
sedes any prior oral or written agreements. 


Mail: Vivendi Universal Games 
Attn: Warranty Processing 
4247 S. Minnewawa Ave., Fresno, CA 93725 
Phone: (310) 649-8001 
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